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LICENSED BY SEGA ENTERPRISES, LTD. ■ 

FOR PLAY ON THE SEGA CD' M SYSTEM l Ma,Uf0 Audlenc_es 



WARNINGS 

READ BEFORE USING 
YOUR SEGA VIDEO SYSTEM 

Epilepsy Warning 

A very small percentage of individuals may experience epilepin 
seizures when exposed to certain light patterns or Hashing lights 
Exposure to certain patterns or backgrounds on a television screen 
or while playing video games may induce an epileptic seizure in 
these individuals. Certain conditions may induce previously 
undetected epileptic symptoms even in persons who have no history 
of prior seizures or epilepsy. If you, or anyone in your family, has ,m 
epileptic condition, consult your physician prior to playing. 
If you experience any of the following symptoms while playing » 
video game -- dizziness, altered vision, eye or muscle twilcheh, 
loss of awareness, disorientation, any involuntary movement, or 
convulsions -■ IMMEDIATELY discontinue use and consul! 
your physician before resuming play. 

Warning to Owners of Projection Televisions 

Still pictures or images may cause permanent picture-lube duuiiifi- 
or mark the phosphor of the CRT. Avoid repeated or extended use 
of video games on large-screen projection TV's. 

About Audio Connectors 

If the Audio connection is made to your television from the Sejsi 
CD, the Mixing Cable must be used to connect the headphone mil 
put jack on the front of the Genesis to the MIXING input jack on 
the rear of the Sega CD. If the Audio connection is made to your 
television from the Sega Genesis (using either the RF cable 01 .1 
Video Monitor cable), the Mixing Cable must NOT be used. 
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This official seal is your assurance that this product meets the highest 
quality standards of SEGA™. Buy games and accessories with this 
seal to be sure that they are compatible with the SEGA CD™ SYSTEM. 
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HANDLING YOUR SEGA CD DISK 

The Sega CD Disk is intended for use exclusively with the Sega CD™ System. 

Do not bend it. crush it. or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 

Be sure to take an occasional recess during extended play, to rest yourself 

and the Sega CD Disk. 

KEEP YOUR SEGA CD DISK CLEAN. Always hold by the edges, and keep in 

its case when not in use. Clean with a lint free, soft dry cloth-wiping in 

straight lines from center to edge. Never use solvents or abrasive cleaners. 
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Game Hint and Tip Line 

1 -900-903-GAME (4263) 

• 80c per minute charge • Touch tone phone required 
Minors must have parental permission before calling • Available 24 hours 



OVERVIEW 

Brutal is a cjame of cartoon ftAcxrttal ;Arts. Tkt* ckaractet^al 
in I3rtftal eack kave certain traits mal tkey embody; like 
keroes/ tkese traits are tkeir strengtk and weakness- 
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BACKGROUND 






<£very four years ^e X'all Llama travels tke world in search 
oj tke greatest wArrrors. *He judges not only on martial 
prowrfss but kow far they truly possess tke "warrior spirit" - 
inviiiwa tkem all to kis peaceful island wkere tkey compete 
to see wko is worfky to wca*" ike* belt of keaven. 
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HOW TO PLAY BRUTAL 

SEGA CD/GENESIS SYSTEM 

1 .A Genesis Controller should be 

plugged into the "Control Pad I " port 

on your Sega Genesis. 

2. Make sure that there is not a game 

cartridge in your Sega Genesis System 

and follow all Sega CD System directions 

to activate your Sega CD System. 

3. Follow Sega CD System directions to open the 

Sega CD drive. Press the Restart Button and the disc tray 

will open 

4. Carefully place your Brutal™ CD" disc in the Sega CD 

System with the label-side facing up. Press START to close 

the tray and begin play. „ 

REGULAR CONTROLLER 

CONTROL PAD UP = Jump Up. 
CONTROL PAD DOWN = Crouch \ 
CONTROL PAD RJGHT = Move ft> the right. 
CONTROL PAD LEFT = Move to the left, 
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CONTROL PAD DOWN + LEFT OR RJGHT = Block 
CONTROL PAD UP + RIGHT OR LEFT = Jump right or left 



START = Switch between 
punches and kicks 



DIRECTIONAL PAD 
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START BUTGN 




BUTTON A - Light Blow 
BUTTON B = Medium Blow 
BUTTON C = Hard Blow 



BUTTON + AWAY FROM OPPONENT = Roundhouse 
BUTTON + TOWARDS OPPONENT = Reach attack 

BUTTON WHILE JUMPING = Aerial attack 
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SIX BUTTON CONTROLLER ONLY 



BUTTON C 
BUTTON B 
BUTTON A 
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BUTTON A = Lighfc1<ick 
BUTTCMU B = Medium Kick S* 
BUTTON C = Hard kick 

BUTTON X - Light Punch » 

BUTTON Y = Medium Punch 
BUTTON Z = Hard Punch 

START = Pause/Proceed to 

Next Screen/Skip Animation 

ACTION REPLAY 



DIRECTIONAL PAD 



UTTONX 
BUTTON Y 

BUTTON Z 




START BUTTON 






START = Skip Replay 
BUTTON A = Restart Replay 
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FIGHTING 
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Jar j^Vh_ 

Brutal is all about jicjkli^cj so you kaa oette 



re.aa tkis section! 
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PUNCHING 

To d8 a regular punch press A B or C (making sure you 
have pressed START to get into punch mode). 

* 

A = Light punch. A jab useful for inflicting multiple blows 
in a short space of time'. 
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B - Medium punch. An ail around good attack. Does 

average damage. 
C = Hard punch. Delivers the mpst damage, but takes the 

longest to execute. 

To do a CROUCHING punch simply press Down on the pad 

then repeat as above. 

To do a ROUNDHOUSE punch (not all characters) press 

AWAY and a punch button. 

f 

KICKING 

To do a regular kick press A B or C (making sure you have 
pressed START to get into kick mode). 

A = Light kick. A kick useful for inflicting multiple blows 

in sf short space of time. 
B i ■ Medium kick. An all around good attack. Does average 
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damage. 

Hard kick. Delivers the most damage but takes the 
ngest to execute. 






To do # a SWEEP simply press Down on the pad, then repeat 
as above. A successful sweep will throw your opponent on 

your back. 

To do a ROUNDHOUSE kick (not all characters), press AWAY 

and a kick button. 

SPECIAL MOVES * - 

Each of the characters has many special moves. These are 
taught to you by the Dali Llama as you progress throughout 
the game. They are all listed in each character's description. 
.^You CANNOT use these special moves until you have been 
taught them by the Dali Llama. You can access all the 
moves available to you by reentering your PASSWORD. 

THE LEARNING SYSTEM^ 

After you have performed particularly well, the Dali Llama 
will teach you a new and special move for your character. 
First, you will be shown how to implement the move. You « 
thJn are given three tries to replicate the move. If you fail 
after three times, the Dali Llama grows weary of your 
incompetence and leaves. 
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INSTANT REPLAY 

After each fight the game will automatically go into the 
INSTANT REPLAY. WHOEVER WON THE BOUT CONTROLS 
THE REPLAY. To skip this merely press the START button. 
During the instant replay the action will automatically be at 
a slow speed. 



BRUTAL FEATURES 
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INSTANT REPLAY 

After each fight the game will give you the choice of play- 
ing the action replay or not. Pressing START will skip the 
replay. PLAY. Whoever won the bout controls the replay. 

To skip this, merely press the START button. 
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BELTJSYSTEM 

I 

Players do not start off with all the moves available to 
them. Tfcey must earn their belts by defeating opponents 
and finally proving themselves to the Dali Llama in the 
dojo. With each new belt the character's extra moves are 
made available to him. 



. PASSWORD ENTRY/SAVE GAME 

The game stores the character's information including his 
belt level, as well as his victories and losses. Also included 
is the player's name, so each password is individualized. 
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THE EIGHT PATHS OF WISDOM 

Each character represents one of the paths of wisdom. 
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1 . Right Understanding 

2. Right Resolve 
■ 3. Right Speech 

4. Right Action „ 

5. Right Livelihood 

6. Right Effort 

7. Right Mindfulness 

8. Right Meditation 
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The characters are: 

- 



Kung Fu Bunny 
Tai Cheetah 
Kendo Coyote 
Foxy Roxy 
Rhei Rat 
Prince Leon 
Ivan the Bear 
Th£ Pantha 
Karate Croc 
The Dali Llama 
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Each of the characters has his own background and abilities. 
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^TECH SPECS 






CARTRIDGE 

16 m«g, 8 characters, 200 sprites per character. Belt system. 
Replay, 10 locations, different musical scores for each char- 
acter and location, sampled voices for characters, each char- 
acter has his own special moves (at least 4 per character). 






SEGA CD 



All of the above + 
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lO characters, bonus levels, huge cinema sequences, fully 



reworked CD music tracks. 
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CHARACTER PROFILES 






KUNG FU BUNNY 

Ricjkt lAnderstanding - "~Co ki 
Style - "Relaxed P< 



rear is cot\facf& 



aw 




i-lt? bowed his kead in- 
contemplation, 
£Zross-legged ne 
looked for Qwdcwce f**om 
de^p within his soul. 
"C7t is in the nature of 
things tha^ all cjoocl \nusf <zo*r\e 
from evil ana all evl must 
come |^>m good. "He 
re^ne»>A»ered what his 
old teacher had told 
Kim. "t^f white paint- 

nq an a white canvas is not a painting at all. 
Kung Fu Bunny nodded slowly at the wisdom. 
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"TKe invitation Y\cxa arrived yesterday at Kis temple refucje. 
Handwritten in tKe I^ali Llama's own Kand if asked Kim to ' 
conye and figKt in tKe competition once again,' Kung T~u 
Bunny was tornT -hie Kad taken Kis vows of nonviolence and 
yet tKe monastery was poor and badly needed tKe. funds tKe 
competition could provide. 

■He aazed around at tKe. peace of tjsriti forest retreat. J7dly 
tvtfp butterflies meandered 'by oblividus to any concerns Ke 
micjKt Kave. Oi was tKeir nature to fly and feed/ not to ponder 
tKe world. He smiled as Ke struck upon tKe answer.. He 
wouW enter tKe competition and figKt; if Ke won, tKe 
monastery would be safe for years. But Ke knew tKot was not 
wKy Ke was Qo'xna; Ke fougKt because it wast\is naiure'^o 
figKt and/ reluctantly, Ke realized r$e could never be free of 
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Kis nature. 
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"A white painting is still a painting/ to the pdP\ter," he said 
aloud ancl smiled* 






T-Ke butterflies ignored kim a»Aa flew on. 

WHO PLAYS KUNG FU BUNNY? 

}?otA ai*e kind and considerate. /Nothing gives you gi*eater 
pleasuVe tkan seeing how you have helped another suc- 
ceed. ^However, you have difficulty makincj personal deci- 
sions Ck^a keeping them, your desire fo help others comes 
from your desire j&r so»v\eone else to give your jjf-e direction. 










SPECIAL MOVES 

Xawnh 
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'lash Kick; 
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Double Flask kick: 



KATAS 



~Dance. of iDeafk':" 
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C7**on Hist: 
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PASSWORDS 
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elt / Move - 
Belt / Move - 
Belt / Move - 
Belt / Move - ' ,' 
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TAI CHEETAH 

"Right 7VA'nc!fulr\ess - "~Co teach someone is io be responsible 
fo.tKem." ' 

Style - Tai (Z\v C\\v\ckv\ 

TTai £>keetak stood motion- 
less on tke lonely mountain 
top. His ft*** ^ose slightly as 
a ckilly breeze stroked kim. 
Time to beqin* Slowly/ ke 
beqan kis train- 
irig kate, 

yocusinCL k' s 

mind on +ke battle ^io 

conxe.* y\:5 ke tuKppd b 

and ft^tk/ kis kands 

wea>_ 

intricate pattern in front 

of Kim; slowly,, Kis mind drifted as his body exercis'ed. 

So the four years had passed already. The invitafion was 
fucked inside Kis belt unopened, H\e symbol on the front was 
enough, to tell him what it captained. The fist of the fight- 
fold path of enlightenment, the sign of the E*ali Llama, the 
competition was afoot! 
1 
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ot need to attend/ he had already won life's greai 
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contesft. He had succeeded at everything in life", he was 
spiritually rich, he v\ad a happy family, and he was wealthy- 
Yes, he had won at e\$erythiiu \ he could, f le losf his footing 
and stumbled in the middle of the Rata, (r^ccept for him , 
-hie sighed as he always did when he thought of his pupil 
Kendo Coyote. He had rescued him from a pride of lions. % 
ana taught him all his skills and. yet he h*^d failed. While 
Kendo excelled in all areas of physical endeavor he-nevei* 
understood the spiritual side. /^Jow^ Kendo was everything 

h ■ ■ \ ■ . 



that Tai Cheetah stood against and yet, the two still shared 

a deep fellowship- 

Tai Cheetah retneyn\pei"ed well the difficulties of teaching 

Kendo Coyote They had sat cross-legged in the dojo with a 

single pillow between them. 

' ZJn softness is always strength, he had taught, "^our paw 

may break the thickest wood or the strongest brick, but you 

can never break a pillow." 

Before jjUai Cheetah could blink an eye, Kendo had taken 

his sword out, delivered a blow and sheathed it. Before him 

was a pillow in two pieces. 
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ai Cheetah sighed once more. .Although it pained him, he 



must qo to the competition to see how his pupil was farina. 
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fie \ac\r^ 

WHO PLAYS TAI CHEETAH? 

r 
you a**e a&vol&a to i\\ose~ wko are, close io you, V e t> you o>*e 

cold an3 unfeeling to, tkose wko you regard as enemies. 



QUI 



d as enemii 
labilities a**e se^<zond io non& and yet y you lack tke self- 
motivation to excel. Often you a»*e kappy witk you** lot nnd 
see no nee-d tolckange. Loo often you kave seen otkers 
* succeed/ only to ckange inta^an unpleasant character. 
your aims*a^e modesf, but yoi\r kappiness will be grand. 
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SPECIAL MOVES 

Xaunt: 












KENDO COYOTE 

Rigkt Resolve - *J'm BA^K! 
Style - Kenjutsu 



Pipe Kick: 







T~ire "Run: 
I 
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-ire "Punck; 



K ATAS * 

Divine Wind: 
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ist 9f tke /\Jo 



Tke Way of the (Zvane 







SWORDS 

Belt / Move - 
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Belt / Move 



Belt 
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Belt / Move - 
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Belt / Move - 
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:+- k£Y'R<S aOOOOOOOD!" Kendo 

held up tke packet of Kendo Coyote 
flakes \o fne camera ana smiled 
broadly. 

"And OUT!/' tke director skout- 
ed. "C\\ K e.a\ Kendo, great, really, 
you a.-e Tf \B o^ ; Baby!" 
Kei : -\do-d**opped~+Ke .smile aeaa, 
ignored tke director, ana nxaae kis 
way to tke dressing Yoom. Once in 

tkere- ke snatcked^lp tke pkone 

■A 



its 



me 



isked." TCendo poured 

i ir i r i 

himself a glass of champagne 




himself a glass of champagne. «? ?v 

| com t!\e ckilled bottle ana 1 laid back on tke couck. 






"Look man O want to ao into movies, Veal^ sure, bt- 

- ad 



adverts com'I buy me tkat new'yackt, you know?" "hie 



absently pulled kis robe on fi 
was initialed KC 
"Vvkaddaya mtian O 



\ tke side of in 



e 0&1A& 










a, hcive to pcjnt .againv 



/ JVlove - 



? Hey/ O was 

number 1 for...,.yeak Wy\S Ok/ Ok." He qazed a>*o£md tke , 
t s w i i <»i , i • t i i r 
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room's walls packed witk tropkies and medals* from -past 
tournaments/ tke public »r\e*^ory was fickle ana skallow. 

"Si\rti D'W do it; you know me, nnyt£\*(»cj for a buck! V ea ^/ ,l10 
.problem/ C7 got just tke tking/ Leave it to me ana wilkin a 
montk 0\ kave anotker tropky tkat we can get rick off. 
Su**e/ jam&s/' Kendo ku.ng up "and stared down at kis belly. 
Ct flopped over KSs belt like-it was trying to escape. (Slearly 
ke would kave to start exercising a^ain. He walked over to" 
tke ample food tray ne^ar tke coi\c\x*Qr\cl looked undor tke 
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caving plate. Disappointed/ he moved a few othe** choice 
dishes to see if the**e was anylhi^cj beneath fhem, Then a 
slow smile of Realisation came across his face as his eyes 
fell upon the t^ash czay\ at the othe^ side of the room* fie 
p>\oved ove>* cxr\a emptied the small trash cc\v\ or\ the floor. 
Sifting tkrougk tke trask ke came upon a small paper dart. 
"C\o+c\\a\" :He skouted and unfolded tke dart fo reveal a fist. 
surrounded by an eigkt pointed star. 

■He w<fts aging and overweight but Kendo vowed to kimself 
that ke would win tkis toMrna^nent. .Let tnem despair as ZJ turn 
my back on ikeir foolisk rituals ana beat me bestf> my way. 









SPECIAL MOVES 

Taunt: 






Slam Punck: 



(Zannonbal 
I 

Spi^ball: 
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WHO PLAYS KENDO? * 

Y&i* are a winner. -f^o matter wkat kappens you know even- 
tually you will sura~.eed. V ow afe. undauni^d by problems 
ana 1 «ny setback merely makes you seek anotker solution, 
yourlconfidence makes you reckless. \!ol\ indulge yourself 
totally ana* navey ckeat yourself of any pleasure. 
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KATAS 


A - 


T-ke Five Ri 

f 


"9 S: A 
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Ki Force: 
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■hlapkido Kata: 
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PASSWORDS 
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Belt / Move - 

- 
Belt / Move - 



m 




'*. 









* 
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RHEI RAT 

Rignt Speech - ((2^°+ e unavailable) 
Style - Tkai *3ox\nQ 



ic smile 















1 

the veracity of the statement, "hie smiled a syMpatheti 

and shut his day-timer to end the* debate, such as it was. 

Khei stared at Kim. 

"One of them is Silver "River himself!" Tke manager argued. 






■His opponent wiped kis bloody nose and 
tke crowd roared, l*vhei stood poised, 
waiting for kis opponent s next move. 
.A poorly aimed roundhouse came flying 



°l 

wn 



at kim'/ in one move ke deflected 
tke leg. and inflicted a 
double punch to kis 
ppo'nent's groin. T~le followed up 
ifk a J^ktning blow to tke neck and 
finiskcd kim off with a migkty kick to tke 
face. His oppon^Bt flew out of tke ring and 
l<ind«cl in fhe crowd unconsc\ous and wouu 
probjbly need to be kospital'i2ed. I^kei 
scowled ot tke ckeers of admiration fo 
kim and left tke arena. 







"Rkej looked at tke invitation, tken at tke 



.1 ' 



manage,?* 






-His manaqe^ app^oach^d v\\m as l^e walked bark fo the 



dressing too 



m. 



"Rkei, Rhei/' *H& scowled, "Couldn't you just wave to *he 
crowd o^ce?; or maybe CX ' L }$ smile? 



"That fight alone is worth $10O 7 6OO io us. Voa can't just 

th^ow that away! The manager was gettincj desperate. 

Rhei turned ar\a walked away, 

"Ok/ Ok> O'W reboak it. 12am, D just can\ argue with 

him!" -hie shook Kis Head and followed Rhei towards tke 

dressing i*oom. i v 

"■Hey, Rkei, we cowld make up tke cask by you doing tkat 

sk^mpoo endorsement we v\*ere discussing?" tye added 

kopefully. % 

Tke door to tke dr^ssinq room slammed skut.- 

WHO PLAYS RHEI? , * 

you despise fools, you want tkem to be humiliated, ^ou are 
tke one who can stand up to tke bullies and shcunc tkem. 
you find it difficult to make friends as they often make you 
cringe with tkeir ignorance- and inability. You speak very lit- 



/ 




J. 



*V 









?-ft3^ 



■ 



W 



w ~ ^ 






"Rhei stopped in histracks, turned/ and stared kcird at his 

manager. 

"Ok/ Ok, it was just a thought. Look/ here's a letter; it 

. % ca me fo.- yo M today." ' S^Jj^Kfe' "V 

"Rkei tfeak tke letter and raised an eyebrow as ke felt tke 

damp glue gfve vyay to open tke envelope. "His manager 
. caugkt tke look and started to ba^te. ' tt, . j|gfc* jfc 

'Tike uk'->, servants opened it by mistake, so D Wad tkem 

reglue it.." ke stammered. 

"Rhei skook kis head at the^stypidity of tke excuse. * 



tie, «is you can. normally answer your own questions muck 
• better tkan most otker people^Strangely, you have found it 
difficult +o succeed in life wkereas others witk less ability 



fficult to 
succeed. 
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invitations to tke competition "came witk .a wax seal not glue. 
".Anyway, you can't go." -His manager continued," You've 
got big money fights all through tk'at month, sorry." -His 

the page of his day-timer to back up 
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SPECIAL MOVES 
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3atter & Blow: 



Frenzy: 
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KO Pu^cK: 




KATAS 




Xsumai: 
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A^Liorf Thai: 
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Lightening Fury: 



5 



* 






PASSWORDS 

Belt / Move - 

Belt / Move - 

Belt / Move - 
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PRINCE LEON THE LION 

Right Effort - "D have only one judge/ the world." 
Style - Tan Ku (The J7ron Raqe) 
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Leon walked from 
the jet and waved 

to the crowd. y\ 

f 

cheer rose from 
the peo fble gathered 
ana garlands of pow- 
ers were thrown in 
front of his foot- 
steps. JJtAvas 
0ood to be 
home. 

The li**>usine ^aceA 
him io §Ae royal palace 
yvherie he was greeted by 
the servants. 4"! is 
father the king 
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was still oui Kwnting andwould not be back joi* some days, 
"your KigKness?" .A servant pushed .forward a small enve- 
' lope towards .Leon', 
rne took it with a nod and opened it. ^Arier r&acl'mc) tKe invi- 
tation, Ke neatly folded it back into tKe envelope c\nc\ laid it 
on a small table. Amoving to a window Ke c}C\2&c\ oi*i at tKe 
/\|ric« in plains beyond. 

"you bofK will be tkere, won't you?" He spoke to kimself. 
Amoving to Kis study Ke opc.neA a scrapbook and flicked 
tKrougK it. D\ was filled vyitK clippings of l\is two enemies, 
Tai £KeetaK cxnd^ Kendo Coyote. 

"Kendo Coyote to appe.c\i' in new movie!" TKe Keadline of 
tKe /Mew ^/orl< JJnformer blared. 

Tai oKeetaK invests in Telecommunications." TKe Wall 
Street journal reported. 
]—e-on pushed the book aside ana st£*/*ed up at the ceiling. 
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n 9 
"O will ska me you both as you skamed we. ITeon vowed +o 

kimself. For honor's sake ke would cross tke world and 

figkt, but for pride's sake We woulfl win. 










SPECIAL MOVES 

Taun 
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WHO PLAYS LEON? 






Bite: 






Vow never forget a debt for riant or wrong. V ou stop at 
notking io even up the score. ^ouf will power is indomitable.; 
kowever, you find it difficult to focus on ynor-e. tkan one. tking 



Swim: 






/ 



at a time. 
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(CRoy*d: 
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KATA9 

T^age W/itkins 
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Tke Leon Experience: . 

■'■';"• ,_ 









' .:- 



m 









:. 



Wild Side: 
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PASSWORDS 
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Belt / Move - 
Belt / Move - 
Belt / Move - 
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FOXY ROXY (INDRAH PRASHMET) 






■ 



T^icjht L-ivelihood - 'To ccxre, tor others is the greatest joy. 
Style - T^enftat Silat 







1 


Reaching down 


to 


the 

H 


injured child 






Cndrah's smile 







r 




was gtiniwne., 
even iy the su»*- 
roundings 
we**e not. Xke 
flashes of the 
eamerc^skot away 
any feelings of inti- 
macy between ktfr and 
tl\£ iWant. Still these were 
the bprdens o| being tl\£ 
President of the UJM-'s 
Children's Fund. 
How ironic she thought .that not 20 years cicjo she too was 
an abandoned orphan in a LA-AJ. hospital just like this one^; 
her youth kad only oy\e passion, the mastery of the martial 
art of *Penjat Silat. Her aduitkood also kad only on^ pas- 
sion, to kelp others wko kad gone, through the pain she had. 
AJoWy here she was/ still helping people^ determined With 
eve^y passing aay to ease the pain of another in some small 
way. 1 o the world she was one bj the nu>sl Successful tuui 
popular bureaucrats ever, but she held a secret. 






,<* 






/\Jow another four years Kad passed and il was time for he 
secret again. She would attend the competition as long as 
she was invited/ such was her love for the great tr\an who 



held ity the L^ali .Llama. 






















"Could you hold the child up Ms. Prashmet?" ^ reporter 
brougkt ker back to reality. Ske smiled a broad smile and 
secretly thought of the time soon catr\\ncf when no one. would 
be asking her to smile, only fo acc&pf the belt of heaven. 
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WHO PLAYS FOXY? 

You afe. a capricious/ playful soul who loves to see joy &. 
happiness. Vou a^e. unable to take anything seriously for too* 
long however, and you have a strong need for diversion. 
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SPECIAL MOVES 

. Taunt: 

Hi^ndsta^d .Attack: 
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IVAN BEAR 












jA^lion - "Vou ccxr\ »*est when Y au ** e de.c\d* 



Style - Soviet Military 












BB ■ » . 



"Rolling Sweep: 
t 

Wkiplask Kick: 



^ 
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KATAS r 

Kuntao Kata: ± ■ \ 
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Penjai Silat Mind TK 
- 

Call of ike Lotus: 
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PASSWORDS 
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Belt / Move - 






Belt / Move - 














^7var\ strained against tke cramped rail ca^age. seat. CJ 

course tke Trans Siberian Railway was not designed for 

comfort, but for some-ona of kis frame/ it was worse tkan 

usual. J7van was noi tke 

sort of "Russian wko 

would bear suck 

qrievcmces stoicolly 

eitker. 4"le was 

more tke sort of 

Russian wko \\>o.v\$e.a to . 

-ska re kis discomfq^t 



" * 



witk o#ers. To tkis &nd 



w 



ke. constantly nudged 
kis neigkbors, 
eitker waking 
tkem of caws- . 

ing ikem io 



wisk ke was 
> smaller so tkey 













Belt / Move - 
Belt / Move - 
Belt / Move - 
Bejj: / Move - 
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could tkreaten kim. After a while ke took to gaz\ng out into 
tke forests wki22ing by and wisking ke was out tkere doing 
sometking. Asking, in fact. Tke inactivity of tke journey 
was made tolerable only by tke tkougkt of tke action at tke 
end. Jitfaqine kim, Dvan, invited by tke greatest living mar- 
tial artist to compete on kis island. Dvan was noi even 
trained in any particular maHial art; o) course, ke kad been 
military kand-to-kand ckampion for 3 years running before 
ke kad teft. Tken/ ke kad taken up a job on a construction 
site and tkougkt tke competitive part of kis life was 'over until 
tke letter ca\r\a. CT+ was snuggled deeply witkin kis pocket 
and T every now and tken ke-would pat it for reassurance. 
Jvan smiled and elbowed kis neigkbo.r in tke ribs. 
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WHO PLAYS IVAN? 



3 



Vow are a down-to-earth kind of person who stands for no 
noiASe^se. Almost any problem can be overcome by a xiit of 
common se^se ana hard work* y ou hate to sit still for any 
lencjth of time ana you are unable to see why some people 
want to ao nothinq all the time. 
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SPECIAL MOVES 

Tawntj 









(So^kquakei 



Bic, Belly: 
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KATAS 

Strength of the /SJorHv 



Raqe of the Worldk ' 
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JJab AtAJq'': 
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PASSWORDS 

Belt / Move - 
" Belt / Move - 

Belt / Move - 
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Belt / Move - 

* 
Belt / Move - 
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Belt / Move - 
1 Belt / Move - 

Belt d Move - 
Belt / Move - 
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THE PANTHA * 

"Rigkt A^ditation - "Dnner strengtk is a goal above morality" 




Tke chanting rose and fell before tke 
dark idol. .A score of monks bowed 
and prostrated tkemselves before tke 
ugly squat beast. TKe Pantka keld kis 
honds* aloft before tke assembled priests 
and screamed a terrible cry. Tke sound 
was of pure hate and it rang tkrougkout tke 
caverns long offer, tke Pantha kad finisked. 
Tke "Pa^tka hung kis kead low, then slowly* 
raised it; kis flat tongue licked kis skarp 
teetk tkat jutted d€\t from kis flesky gums- 
lis Aes fell upon tke small lamb tied to 
e altar. 
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WHO PLAYS THE PANTHA? 

ou know tke game. Tkere are. leaders 

and followers. .Most people are konest, kard workers willing 

put in a fair day's' work for a fair day's pay. You are a 

leader. Tkese people will w^>rk for you and tke rewards 

skoll be yours., ^ou know people better tkon tkey know 

tkemselves. J^a. matter wkat tkey say/ tkey respect tke stei 
U.J,... A 



leader. 
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SPECIAL MOVES 

Taunt; 












~ireball: 






Urain: 



4 



Bag: 



<f 



KATAS 



Serpent's Kiss: 
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Summon <SKi: 
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PASSWORDS 




Belt / Move - 
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Belt/Mbve- ~%E^. 

Belt / Move -^g| /A> 

Belt /Move- |IgV_ ' |§HB| 
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KARATE CROC 

Tke C*roc slitke^ea up onto 

tke jetty, 

"So invitations only en? 

Well, O tkinU C will come 

along anyway 

tie all 









e QHO\V(?< 



imseiT Q 
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gfin wkick skowed baks 
of teeflv 

"AAaybe ifs time someone 
skowed tkat old fool tkat 
you aov\ t need train- 
ing to bg ike best!" 
He dropped back I 
down under tke A 
jetty «tnd waited. 
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SPECIAL MOVES 

Torpedo; 
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Tail Flip: 
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Mulfi flip: 
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Tke Swallow: 
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Tke Patk of tke empjy kand: 
lEscrirla Kata: 

■ft* 

PASSWORDS 



Belt / Move - 
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Belt / Move - - 
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Belt /Move- * .** 

- 




£ , , -?' 



i- «*»' 



r * 












* 






^0 









. 







* 















■ ft 






■ 



HTftW 



S 
















* . 
















. 



THE DALI LLAMA 

*He stood arms outstretched on the ^nourvtain top. P^i*o*v\ here 

he could see the ocean ok* all sides of ike island. *He 

breathed deep a^d allowed his mind to reach out. 

■Hie saw them all/ one by one y making their way 

here to the island* 

Xhere was 

Kendo 

drinking 

ckartApaQne he 

>uld not 
afford or\ 



a cruis 
liner. 



Bui 

it 

WOU 

be an 
unwise 



j 




m 

opponent who 

took Kendo for * 

dfunken fool.; 

"Prince Leon still running, through ;Asia, he would get here 
sffon^ after.his journey. J_eon seemed driven by something. 
Would i_eon ever be. rid of his rage? Xhe llama wondered. 
Xai cheetah deep in meditation waiting for the airplane to 
^cotr\e. Xai, the only one who truly did not ccit^e, if r\e won 
o 
















T^oxy whisked away at night in a black cd^ to make her secret 

Kung Fu 13unny still training aeep in the forest. 

Dvan the Sear uncomfortable on the. train complainii 

about food. 

itK the monks of Kali 
d yet he showed -such 
















Xhe J-la>na lowered his arms and waited/ soon il^vould begin. 
"Only through inner strength can con\e pkysical strength/' 
"Sometimes ihe fastest blow is tke c*ne delivered last." 









you. are given tke code to play Dali Llama once, you kave 
completed the c$c\*r\e on black beft or above. 
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SPECIAL MOVES 



4~l<^ad Sutt: 



P * •■. 






Smoke t 



KATAS 

y\pocalypse: 



A^i^d of the Coda 

PASSWORDS 

Belt /"Move - 

■ 

Belt / Move - 
Belt / Move - 
Belt / Move - 
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Belt / Move - 
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Belt / Move - 









Belt / Move - 



Belt / Move - 
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Belt / Move - 
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TAO OF BRUTAL 









"Only fk^oucfh inne»* st^encjm con tjome physical s+^ena'th." 

"5ometitr\es the fastest blow is +ke one. delivered last." 

. 

The Mirror 

When your opponent attacks is when he is weakest/ 

Xo defeat your opponent you must tmae**stand him/ 

"To k^ow yoiA^ opponent you must become him/ 

Sy defeating you** opponent you must defeat yourself, 

Xhere are kvo opponents. 



. 






i* 



The Fire 

The warrior knows fear for he must give it/ 
he warriqp knows strength for he needs it/ 







ie warrior Knows his body for it is his weapon, 
Xh» v^c\tv\o^ may take a lifeti 



me to become a *nast&r 



> 



he \\>Ck^\o^ vnay lose a fight but nev&^ l\onor t 



m 



The Water 

ve knowledge so tea 



, 



r is impossible/ 



■ 



Xhe free h< 

Xhe free do not have strength they have laughter/ 

Xhe free knows his body fo»* it gives him joy/ 

Xhe fre^ may become so ttle instant he opens his eyes/ 

Xhe free laugh c\nd so the fight passes* them by. 
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The Music 

Xhe music is all Ck^ound/ 

rything becomes greater with the rhythm/ 

"Rhythm gives yoi^form/ 

l~orm brings victory, 

Vvith fcJrm victory is no long^^ \vv\portani* 









■ 



■ 









\ ' 






•: 



■ 
















9 













The Wind 

C-cxn you fight the wind? 

(Z-an you" see tk'e wind? 

C*{\v\ you Kold ike wind? 

WKo is +ke wind? 

l_ook tke.»*e it is! 



- The Road 

Wkere ocr you wish to 90? 
Wky are you going +ke^e? 

WKo do you wisk +0 be? 
Wkcvt do you wisk to kave? 
, Wait! t 

Di« 1 you qet there fasfeV? 

The Master 

~[Tke master does not speak of it, 
~Tke noviee speaks as a master, 
"The inaster knows joy and form, 



U 












■ 
Tke master smiles at tke world, . 

For him the. world smiles back. 
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GLOSSARY OF * 
MARTIAL ARTS TERMS 






kata [kah tah] : A set sequence of moves. The student is 

made to repeat these moves so often that it becomes 
instinct. In a fight situation* when a combatant is con- 
fused, he often remembers his kata. 



91 



chi [chee] : Translated as "breath". Chi is inner energy. 

ki [key] : Similar in many ways to Chi (see above). This is 
the Japanese term for that inner energy or spirit. 

do|o [do-joh] : Martial arts school or training area. 

obi [oh-bee] : A belt or sash worn to show the level of 
martial arts advancement. 

-* 

dan tfahn] : Translated as "step". This is a grade system 
those who have achieved black belt or above. 



/ 



* 












gl [geeh] : Loose jacket and trousers used in the practice 
of many martial arts. 



guru [goo-roo] : Wise man or teacher. 












-ka [-kah] : A student of a martial art. Thus, judoka is a 
student of judo. 



* * 



tao [dough] : The wa 



tao [dough] : The way of a particular art. 
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TEAM BRUTAL 
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Design ». . "Rod "Humble 
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Free Introductory CompuServe Membership 

As a valued GameTek customer, you are eligible for a special offer to 
receive a FREE introductory membership to CompuServe — the world's 
largest on-line information service. 

By joining CompuServe, you can receive the latest news and product 
announcements concerning GameTek games. From the Game Publishers 
Forum [GO GAME PUB], you can download updates to your favorite com- 
puter games or obtain demos of soon-to-be-released computer games., 
You'll also be able to trade tips, hints and strategies with other GameTek 
computer and cartridge game players in the Gamers Forum [GO 
GAMERS]. 

To take advantage of this special offer, call toll-free 1-800-524-3388 and 
ask for Representative # 436 to get your introductory CompuServe mem- 
bership which includes a personal User ID, pass word.*$I5 usage credit 
and an entire month's worth of basic services free. 
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GameTek Limited Warranty 

GameTek, Inc. warrants to the original consumer purchaser of this 
GameTek cartridge product that the medium on which this cartridge pro- 
gram is recorded is free from defects in materials and workmanship for a 
period of (90) days from the date of purchase. This GameTek cartridge 
program is sold "as is," without express or implied warranty of any kind, 
and GameTek is not liable for any losses or damages of any kind resulting 
from use of this program. GameTek agrees for a period of ninety (90) days 
to either repair or replace, at its option, free of charge, any GameTek car- 
tridge product postage paid, with proof of date of purchase, at its 
Corporate Offices: GameTek, Inc. 2999 Northeast 1 9 1 st Street, Suite 500, ( 
North Miami Beach, Florida 33180 • (305) 935-3995. fe 

This warranty is not applicable to normal wear and tear. This warranty 
shall not be applicable and shall be void if the defect i^the GameTek car- 
tridge product has arisen through abuse, unreasonable use, mistreatment 
or neglect. This warranty is in lieu of all other warranties and no other rep- 
resentations or clairrif of any nature shall be binding on or obligate 
! Gamerik. Any implied warranties applicable to this GameTek cartridge 
product including warranties of merchantability and fitness for a particu- 
lar purpose, are limited to the ninety (90) day period described above. In 
no event will GameTek be liable for any special, incidental or consequen- 
tial damages resulting from possession, use or malfunction of the 
GameTek cartridge product. 

Some states do not allow limitations on the duration of an implied war- 
ranty or exclusions of limitations of incidental or consequential damages, 
. so the above limitations and/or exclusions of liability may not apply to 
you. This warranty gives you specific rights, and you may also have other 
rights which vary from state to state. 

aj i 
GameTek Customer Relations 

1-305-935-3995 

• 8 AM to 8 PM. Eastern time 

Game Hint and Tip Line 

1-900-903-GAME (4263) ** 

• 80c per minute charge , "v* 
■ Touch tone phone required > 

• tytinors must have parental permission before calling 

• Available 24 hours 
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GameTek Limite 

I . tmcTek, Inc. warrants to the original consumer purchaser of this GameTek 
i.titrlclge product that the medium on which this cartridge program is 
ircotded is free from defects in materials and workmanship for a period of 
[00) days from the date of purchase. This GameTek cartridge program is 
sold "as Is." without express or implied warranty of any kind, and GameTek 
i ■. in ii liable lor any losses or damages of any kind resulting from use of this 
l>mgram. GameTek agrees for a period of ninety (90) days to either repair 
Hi irplace. at its option, free of charge, any GameTek cartridge product 
i»'suge paid, with proof of date of purchase, at its Corporate Offices: 
i iameTek, Inc. 2999 Northeast 191st Street. Suite 500, North Miami Beach, 
M...mI.i 33180 - (305)935-3995. 



Ilii'. w.wr.inty Is not applicable to normal wear and tear. This warranty shall 
not bfl applicable and shall be void if the defect in the GameTek cartridge 
pioducl has arisen through abuse, unreasonable use, mistreatment or 
ncfllcct. Nils warranty is in lieu of all other warranties and no other repre- 
ssions or claims of any nature shall be binding on or obligate GameTek. 
Any Implied warranties applicable to this GameTek cartridge product, 
tut lulling warranties of merchantability and fitness for a particular purpose, 
an limited to the ninety (90) day period described above. In no event will 
(..nuriik be liable for any special, incidental or consequential damages 
m idling from possession, use or malfunction of the GameTek cartridge 






I luct. 










Sonic states do not allow limitations on the duration of an implied warran- 
ty or exclusions of limitations of incidental or consequential damages, so 
tin .iimve limitations and/or exclusions of liability may not apply to you. 
IhK warranty gives you specific rights, and you may also have other rights 
whU h vary from state to state. 

GameTek Customer Relations 

I 305-935-3995 

• H AM to 8 PM. Eastern time 



Game Hint and Tip Line 

I -900 903-GAME (4263) 1"? 

■ HOc per minute charge 

• Touch tone phone required 

• Minors must have parental permission before calling 

■ Available 24 hours 
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I • r&4«?,46e'4.454 l 5&4/4,462.07& f 4,026 ( 555: 
H Canada rs 1.183,276/1,062,35111-1009 
'■ tt. Germany * 2.609,826; Singapore 1 88- 
* i .&3S.999; France # 1 .607.029; Japan # 
fi: 205605 {Pending). 
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AND RECEIVE UPDATES 
ON THE LATEST GAMETEK 
RELEASES, FILL OUT THIS 
CARD AND RETURN IT 
TO GAMETEK. THANK YOU. 



1 . Who purchased this GameTek product? 

01 o main user 

02 O parent/guardian 

03 [~1 relative 

04 ci friend 

05 o received as a gift 

2. Where did you hear about this GameTek title? 

O6 d IN A STORE 

07 in an advertisement 

08 n read a magazine article/review 

09 o rented it 

3. Rate this game on a scale of 1 to 10? 

4. Ages of other people in your household that 
play this game? 

5. Where did you purchase this GameTek title? 

6. What game magazines do you read? 

7. What kinds of games do you like best? 

10O action/shoot-em up 
1 1 n adventure 

1 2 C3 SPORTS 

1 3 d STRATEGY 

14 O ROLE PLAYING 

1 5 O puzzle/game show 

Name of user Age Ph. 

Address 

City State Zip 



SEGA CD BRUTAL 




give you pinball elbow. You may 



be a pinball wizard, but are you 



sharp enough for Arrow Roll 



Overs? Can you shoot the Sun- 
Run without getting burned? 



Can you make it to Midnight for 



5 million points? Can you go for 



the tilt feature and still keep 



your equilibrium? Pin yourself 



to your Sega Game Gear™ and 



King Fu Bunny fights to save the 
monastery- Prince Leon battles 
for honor. Ivan Bear moves likt 
the Russian Military. Kendo 
Coyote brings attitude. Rhei Rat 
► seeks victory beyond battle. 



k. 



Foxy Roxy fears nothing. The 
Panther uncoils. Karate Croc 
watches. You can kick, punch, 
throw spring and gloat. But can 
you master the inner peace to 
unleash the animal? This game 



go for the big score. 



GA 




SEGA AND SEGA CD ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. 6 BUTTON ARCADE PAD IS ATRADEMARK 
OF SEGA OF AMERICA, INC. ALL RIGHTS RESERVED 

THE VIDEOGAME RATING COUNCIL. ITS RATING SYSTEM.SYMBOLS AND INDICIA ARE TRADEMARKS OF SEG' 
OF AMERICA, INC. ©1993 SEGA. 

Brutal is a registered trademark of GameTek, Inc. ©1994 GameTek. Inc. GamaTek rs a registered trademark of IJE. 
All rights reserved 2999 Northeast 191st Street, North Miami Beach, Florida 331B0. 

Manufactured in the U.S.A. 
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